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Sid Meier's Civilization s a simulation game in which you can found 
a civilization and bring it to maturity. In this game you make cities, 
эзе population, and develop scienee and technology, making 
progress through war and trade, Experience how, from ancient Umes 10 
the present and into the future, human civilization and uhure 


systematically progressed. 


Now we shall outline for you the particulars of the game; please read 
this to grasp the essentials of the game. 


FROM A SINGLE Сітү To А MAJOR STATE 


‘The game begins with your tribe settling somewhere and creating a 
city You increase the population while carrying on agriculture and, with 
technological research, constructing various kinds of buildings and an 
army Once the population reaches а certain level, you can explore new 
lands and send out settlers to build a second city 

‘The basis of the game is the repetition ofthis process, in which the cities 
ме like cells dividing As your cities multiply and your population 
increases, tax revenues and production grow, and your state sphere of 
Influence gets larger. Along with this progress comes the need for advanced 
facilities and transportation, Whether you can do a good job lending your 
‘state economically and culturally ай depends on your policies 


RIVAL CIVILIZED STATES AND THE 
COMPETITION FOR SURVIVAL 


їп this world, besides you, the player, there are many states thar 
operate the computer, Just like you, they are making сіне and founding 
civilizations. If you expand your power, itis just a matter of time before 
you encounter them; when this happens, your rivals expect to enter ino 
diplomatie relations. Sometimes they are haughty, sometimes courteous 
So what do you do? Maybe they are more advanced than you in chy 
building or technology, oF maybe their miltary level is higher 

Competition with such rivals is one of the goals of the game. Your 
rivals- include great men of history like Napoleon or Maa Zedong, Just 
as so many civilizations have disappeared from the earth, your 
civilization too could be wiped out in a moment of carelessness. Of 
course, whether that happens or not depends on how you play 


WITH TRIUMPHS IN TECHNOLOGICAL 
DEVELOPMENT, ON TO THE STARS 


The ийише goal of this game isto send settlers into өрке. Га 
country somewhere in the world sends зешен по the Alpha Centauri 
System, the game ends at that point. Therelore, you must make your 
space settlement plan succeed before any of your rivals, But that tikes a 
Tot of people and resources, and more than anything, these depend on 
advanced science and technology 

From the alphabet 10 the opening up of space, this game includes all 
lands of wechnology for you to consider. Just as with the evolution of 
апр things, these sechnologles proceed from the old to the new 
зучетайсайу you cannot just make them from nothing, You ate 
going to have 10 worry about which technology should be developed at 
э given point, but the greatest pleasure of this game is pondering this 
and finding what Is the "right answer” for you 


Here we bring together the commands and icon functions you will use 
in play and explain them clearly. We also include simple examples of 
play, so afer reading this you can go night into a game, 


USE OF THE CONTROLLER AND THE MOUSE 


Use af the Controller 

This gme is played by one person. When playing. securely connect 
the comioller to the control connector on the Super Nintendo 
Entenainment System unit 


CONTROL + X BUTTON: t + A BUTTONS Y BUTTON 
"Speeds up cursor Movement shortcut 


SELECT BUTTON. 
“Amps ave und iy oF end of tun -Jumps to Ме screen 


START Button 
= Displays the utle screen when pressed in the opening sequence. 


SELECT Button 

+ When pressed in the 

хо the mobile units. 

= Mall moves have been completed, goes immediately to the city 
seen on the screen ог to the End of Turn Command 


neral Screen, one can move immediately 


Control Pad 
= Moves the cursor or scrolls through menu items 
2 When on a unit, allows ir to move 
+ Scrolls the map or the display. (See the LefV/Right Buttons) 


X Button 
= IF you press this button while using the Control Pad, the 
movement of the cursor is speeded up. 


Y Button 
+ When the cursor ts an a unit, skips directly to movement arrows. 


А Button 
+ Displays the tiile screen when pressed in the tle display 
+ Confirms commands (Yes/No) or menu selections, 
+ Selects units, cities, oF terrain. 
= Scrolls through message ог event text 


B Button 
=. Cancels commands (Yes/No) or menu selections, 
+ Closes windows or displays 
+ Displays Topography when cursor is on terrain in the General 
screen (or afier а unit has moved for the turn). 


L & R Buttons 

* On the General sereen, when the Lor R Button іс pressed while 
‘moving the Control Pad. the map scrolls to where the cursor has 
been fixed on the screen. 

+ їп the menus or information sereen displays, when the L or R 
Button is pressed while moving the Control Pad up or down, you 
can view the continuation of the text 

+ In Chy, Production, or Armed Fomes displays of a particular су; 
when the Lor R Bunion is pressfd while moving the Control Pad 
left or right, you can scroll between the three sereens. 


Use of the Mouse 

This game сап be used with a Super Nintendo Entertainment System 
mouse, Please connect the mouse securely 10 one of the control 
connectors 


Left Button 
Performs the sime functions as the A Button of the Controller: 


* Displays the tile screen when pressed in the title display: 
* Confirms commands (Yes/No) or menu selections. 

+ Selects units, cies, or terrain, 

+ Serolis through message or event text 


Right Button 
Performs the same functions as the B Button of the Controller 


+ Cancels commands (Yes/No) or menu selections 

+ Closes windows or displays. 

+ Displays Topography when cursor is on terrat in the General sereen 
{or alter а unit has moved for the turn. 


1а addition, pressing the Right Mouse Button twice in rapid 
succession performs the same functions as the SELECT Button of the 
Controller. 


How TO View THE DISPLAYS AND WINDOWS 


General Screen 
In this screen, you select units or cities and issue orders: 


‘The Status Window 

The status window appears at the top of the screen whenever you 
select units or issue orders; that is, whenever you press tbe A Button oF 
the ¥ Button, 


Ugmbuib 


тормо. 
(шому) 


Ditton 
(Unt type) 


Name ol simo 
(cy) 


Player Name: The name you determine at the start ofthe game. 

‘Year: The current game year, displayed BC ог AD, Depending on 
the historical period, one turn advances you from twenty-year 
sncremenis to only one. 

‘Treasury; Funds presently available for use. 

Sun: Present environmental pollution situation (appears абет the 
Age of Indusinalization) 

Lightbulb: Shows the progress of technology presently under 
development, when lit, development is almost complete 
Population (Mobility): The population of the players state or city, 

‘When a unit is selected, the remaining mobility. 


Name of State (City): The name of the player state or the name of 
the city that has been selected. When а unit has been selected, 
the name of the city to which the unit belongs 

Distribution (Unit Type): Apportionment of luxury goods, tax 
receipts and science, When а unit has been selected, the unit 
туре. Displays ol eagle badge when a unit has been decorated 


DISPLAYS WITHIN THE CITY 
City Display \ 
When you select Ciy оп the Cy menus уоп ee this display 


Population Roster box Food Storage box 


Population Roster Box 

The population ofthe city is shown by icons of citizens One person 
represents one population point. Citizens! appearance changes in 
accordance with the degree of happiness in the су. The citizens who cannot 
Þe deployed on the City Environs тар are displayed here as specialists 


City Environs Map 

This map shows a city’ terrain and the current production situation, 
Each map square that sports grain. shields andor trade arrows indicates 
where a citizen is deployed to produce food, resources, and trade, If you 
select a productive square on the map, that citizen is converted into a 
‘specialist (in the Population Roster box). If you wish to redeploy him, 
please select an unoccupied square whose topography you like. 


Food Storage Box 

“The provisions stored by the city Surplus food production is stored 
bene every tum. When a cny is not producing enough grain per tur 10 
feed its troops and citizens, the difference is withdrawn Irom here, 


Rest: Amount ol food needed to fill the Food Storage box. Once the 
box is filled, the city population increases by one. 
Need: Total capacity of the Food Storage Бох 


City Resources Box 

Displays the commodity situation for every tur, Divided, from top, 
ишо food, resources, and trade. 

For food and resources, the quantity 1 the left of the white bar bs the 
portion consumed: that to the right is the surplus, For trade, the left side 
б income and the right side is losses due 10 corruption. 

The allocation of а су income from trade is displayed beside the 
appropriate Icons along the bottom edge of this Бок. From lel о right, 
уо see luxury goods (gem), tax revenue (coin), and science and 
technology (lightbulb). The amounts here are determined using the 
Distribute option on the Main menu. 


Trade Box 
Алы of the cities linked to this city by trade routes and a list of the 
urade volume. 


Production Display 
‘When you select Production on the City menu, you sce this display. 


Facies 
EBS pox Product Olay box 


Product Display Box 
Shows units or buildings presently іп production and number of 
turns to completion. 


Facilities Summary Box 
Lists the facilities їп this «іу Select the appropriate bag symbol when 
you war to sell a facility. 
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Production Box 

Shows the resources consumed by the anit or building under 
production im the city АП resources produced in excess of city 
maintenance are used here. 


Rest: Amount ol resources needed to complete the unit or building, 
in production 
Need: Total resources necessary for unit or building in production 


Select Change ar the top of the box to change what is being produced. 
Select Buy when paying money о complete production in a single urn. 
Af the Buy option is dark, your treasury does not yet contain enough 
coins to purchase the item. 


Home City Box 

Shows the mibtary units belonging to this city. Depending on the 
form of government, these Units use varying amounts of а cys 
resources, as indicated by the resource and food icons displayed in the 
corner ol each unit 


Environment Box 

Shows the environmental pollution situation for the сиу by the 
number of chimneys displayed. Pollution appears when the players 
civilization ts industrialized, 
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Armed Forces Display 
When you select Armed Forces on the City menu, this display appears 


Shows all units in the city by type and home city in a summary table 
Those units showing a leier F in the bottom left comer are on. defense 
within the су; those showing the lener $ are оп sentry duty. Са unit к. 
selected in this display, i is released, and сап be moved in the normal мау 
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EXPLANATIONS OF MENUS AND COMMANDS 


Main menu 

‘Appears when something other than a unit or cay is selected on the 
General screen, In any screen ог display, selecting the step arrows in the 
comers of the boxes scrolls to reveal more information 


DISTRIBUTE: Determines the allotment ratio of state income, Press 
the A Button to see the Ratio bos. The sum of the allotments must 
always Бе ten. First decrease one allotment by pressing the B Button, 
then redistribute those points by pressing the A Button to increase a 
different allotment 


Lux: The proportion for making luxury goods to dispel the 
issasfactions of the residents 

Tax: The proportion given over to the players state treasury: 

Sei: The proportion devoted to technological development. 

Exit: Опсе you have set the ratio you desire, select this to return 10 
the Main menu, While you are adjusting the rario, this key 
says “Rest,” and indicates the remaining points to distribue. 


ADVICE: Displays all kinds of information screens for reference 
when playing 


City Status: Indicates the population and production situation for 
each city In one’ own country 

Military: Indicates the types and numbers of military unis and свео, 

Intelligence: Indicues the situation of other states and their 
diplomatic relationship with your country, once you have 
established embassies 

‘Attitude: Indicates the degree of happiness of each chy in your 
‘country 
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‘Trade: Indicates your financial status, 

Summary Box: Indicates the number of tums needed to 
complete researching the current technology. total 
income for your state. and total state expenditures 

Income: When this item is selected, figures for luxuries, tax 
receipts, and scence are shown for each city 

Сом: When this item is selected, а list of facilities you have 
‘constructed appears The mimber before the slash (/) 
Indicates a single buildings upkeep cost; the number 
afier the slash isthe sum of all such facilities! upkeep 
costs, nationwide, 

Selene; Indicates the rate of completion for the current technology 
you ate researching. and lists all technologies already in 
your possession. 


REVOLUTION: Select when you wish to change the form of 
‘government, When а revolution occurs, a new form of government 
may be selected afier a certain number of turns (See р. 38) 


INFORMATION: The present score or the situation of the state of the 
player is displayed эв а table. 


‘Top Five Cities: The top five developing cities from the various 
places in the world are displayed. 

соге: Displays the Civilization Score for the present player: 

Demographics; Displays the situation in the players own country: 
штен ratio of support for the government, GNP. ete. 

Spacecraft: Displays intelligence on space vehicles under 
‘construction, including those in other states (only appears 
when space vehicle construction has started). 

Seven Wonders: Lists the wonders that have been built зо far, by 
city and state alfitation, 


JUMP: Displays a list of cities. ЇЇ you select a city to which you would 
Tike to go, you immediately move to that city. 


WORLD MAP: Displays а map of the presently known world. The 
range cireumsctibed within the line is shown in its entirety on the 
display The arrows in the display may be moved withthe A Burton ос 
the Land R Buttons + Control Pad. 
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OPTION: The various options that enhance your play ate decided here. 


Instant Advice: You choose whether to receive advice from the 
‘computer. 

End of Turn: You choose whether to display the End of Turn 
Command. 

Animation: You choose whether to view animation during the 
game 

Music: You choose whether to listen to music. 

Enemy Moves: You choose whether 10 view the movement of 
enemy units (if you turn this ой, the game goes a itl faster), 


SAVE: Saves the game in its present state. Ifyou select CONTINUE from the 
Tile sereen next time you чап, you сап begin the game from this situation, 


Select when wishing to end а game during the course of 
play The game ends and the player results аге displayed. You must 
first Save the game if you wish to return to this situation later. 


Unit Menu 

Appears when you select а unit on the General screen by pressing the 
A Burton, or if tbere Is an active unit in the су you select, and you 
choose Unit menu. 


MOVE: Allows you to move a unit, The directions in which 
movement is possible are shown by arrows around the unit, use the 
Control Pad 1o select the direction in which you wish to move 
{indicated by the flashing red directional arrow), and press the A 
Bunion. Press the B Burton if you change your mind, The unit чипу 
to blinking status, ready for orders. 


WAIT: Used when you wish to depart from the regular order of units and 
move another unit frst. (With units that аге not blinking, the sue thing 
happens when you select one whose movements are not completed.) 


SENTRY: Become rady when other units approach, Note: When in 
э city, етїпез automatically board ships that leave port Select a unit 
when you want to release ıt: delensive strength of sented unlts does 
not change. Units оп sentry show the lener біл the botiom left cornet 
of the icon. 
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DEFENSE: Select when you want to put a unit on defensive posture, A 
‘unit remains on defensive posture until you select it again, and release 
it, Defensive strength is raised 50 percent. Units on defensive posture 
show the letter F in the bottom left corner of the icon, as well аса 
back line outlining the icon: 


МО ORDER: Use when you have no assignment for a unit, On your 
nexa turn it returns to ts regular position in the sequence of active units. 


DISBAND: Used when a unit is no longer needed. The unit is 
Immediately removed from the game. 


HOME CITY: Used when you wish to change the home city ofa unit 
H the шай ts already їп its home city; this option does not appear: 


PLUNDER; Carries out plunder at that location, Irrigation or mines at 
‘hat square ай become void. 


LAND: Select when you wish to cause a unit in transit to disembark. 


Settler Unit Commands 
The commands helow are displayed only for Setler units The commands 
displayed depend on the terrain type on which the Settler unit rests 


CITY: This changes а Settler unit мө a сиу. 


IRRIGATION: After several turns of preparation, irrigates that 
location. With irrigation, the food production ol that square increases. 


PLAINS: After several turns of preparation, changes that location into 
plalns (or grasslands). Does not appear on the menu unless you are in 
а Totes, jungle, oF swamp. 


FOREST: After several tums of preparation, changes that locatior 
into а forest, Does not appear оп the menu unless you are in a 
grasslands, jungle, plains, or swamp, 


ROAD: After several turns of preparation, builds a rosd ar that 
location, Moving through а square with a road costs only one-third 
ol a point in movement energy. Trade also increases in squares with 
roads. Until the technology for Bridge Building has been developed, 
roads cannot cross rivers 
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RAILROAD; After several шы of preparation, builds a railroad at 
that Jocation. However, a railroad cannot be but unless а road 
already exists, To move on а railroad requires no movement energy: 
All production on that square rises by 50 percent (discarding 
fractions). Until the technology for Railroad has been developed. this- 
command will not appear on the menu. 


MINE: After several turns of preparation, mining commences at that 
location. Mining increases the resource production of that square 


FORTRESS: After several turns of preparation, builds а fort at that 
location, A unit protected by a fort doubles in defensive strength 
Construction technology is required. 


SUPPLEMENT; Adds settlers to а йу, increasing the population of 
thar ну. However, seers may not be added о a спу that has more 
than ten population points 


CLEANUP: Removes pollution from that location. Айе several turns, 
restores the original topography. 


Сиу Menu 
Appears when you have selected City on the General sereen. 


CITY: Displays the Oly screen. 

PRODUCTION: Displays the Production screen. 

ARMED FORCES: Displays the Armed Forces screen. 

VIEW: Displays the present condition of that city in graphie form. 


HAPPY: Displays the happiness situation ofthe citizens af that йу. At 
top is the natural situation, followed in order by effectiveness of 
ахина, improvements, milnary units, and Wonders 


RENAME: Can change the name of the city. When you do not wish 
1o change i, select U-turn, leaving it blank, 
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How ТО START AND SAVE GAMES 


Game Start 

When you insert the cassette imo the unit and їшїп on the power 
source switch, the Tite sereen that starts the game appears. Please select 
START to begin а new game, or CONTINUE to take up a 
previous game 

The Sunt screen appears next, Select Game Start w begin a game with 
the setup ol the present planet, Customize World 10 change 10 а new 
setup, and EARTH to play a game with an environment the same as that 
of the Earth 


Planet Setup 


By selecting Customize World on the Start screen, the player сап set up 
an imaginary world as he wishes, making a new map, This has several 
А, ак follows. 


Land Mass: Decides the гайо of sea and land on the тар. 

‘Temperature: If cool, tundra inereases if warm, jungle increases 

Climate: If arid, deserts increase; if wet, swamps increase 

‘Age: А 3 billion years the topography is rugged; at 5 billion years, 
the sloping Б genile. 


When you have decided on cach condition, complete the setup by 
sing the B Button, 
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Level of Difficulty and Nationality 

Afet you have decided on the map, nex is the level of difficulty. From 
the eases —Chefiain—to the most diffieult—Emperor—there are 
five levels of асц: The conditions placed оп the player a1 the high 
levels ane аша, and the computer has the әде 


чаре. Select the level 
you prefer И you are playing for the first time, Chieftain Is probably best 
(See p. 66) 


Once you have set the level of difficulty, set the number of rival states 
peated by the computer and your own nationality. Once you select your 
nation, emer your leaders name, When you're finished typing, select the 
чаная arrow, А yow wart to use the suggested name, select U Тит. 
moment, the game will start. Once you're familiar with the game, you 

сап go directly to the Title screen by pressing the START bunion. 
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Saving the Game 

Inthe course af play you do not wish to дий the jae, select Save 
from the Main menu. This saves the game їп its present configuration. 
CCting off the power will not affect i. The saved conte 
recalled as many times as you wish, as long as nothing new is saved. 
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OK, LET'S PLay! 


не 
read this, you will have a rough ide 
things can come up in а game. I's enough information to play, though 

ume. If you want more 


isa simple explanation of the course of a game, Once you have 


of how to play and what kind of 


You might have а hard tne winning your fi 
ails or data, please read the corresponding рар 


Create the First City ee йор 31) 
When а game starts, опе Settler unit is given to the player (when you 


мап at the Chieftain level, you get two Settler unts), Let begin with 
the construction of your first city. Mave the Settler unit to discover the 
surrounding topography (as you move. you strip the blackness from 


squares adjacent 10 your unit, and reveal the terrain beneath) and find 


a good place for building a city 


Points for Selecting a City Site 

+ Close to a iver or to the shores of an ocean оғ lake: 
+ Many plains, grasslands, ог hills in the vicinity, 

+ Topography with a unique resource mark attached 


‘Once you have decided on your location, select the City command. 
When you do thal, the Settler unit changes into а city: This city becomes 
the capial city of ihe player 


ШО] 
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Lets Increase Population or Resources (see also р. 32) 

‘Once the city is built, Jers make an effort to increase the population 
‘somehow. For that, select the city and display the City screen, then 
place crizens on the Cty Environs map as often as possible in the 
districts wiih a lot of food production. 


Oty Resouces Вак 


Points for Increasing Population 

= Grasslands, cases, and fishing grounds produce a fot of provisions, 

+ When the Food Storage box ts full, population increases by one. 

*+ in the beginning, one population point (а person symbol) consumes 
two unns of provisions every turn. 

+ ву using Seater units to imge the area around the city. you can 
Increase food production: 


It depends оп the topography but in the squares aroubd the chy you 
can produce foodstuls (grain symbol) and resources (shield symbol) 
and conduct trade (arrow symbol). Then look at the City Resources box 
тө see how many you сап make, and how much you are consuming. 
Foodstuffs are used for the increase of population, resources for the 
production of units or of buildings, and trade for the maintenance of 
technical develapinent or buildings 
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Which Units to Produce First? бее also p. 47) 

А military îs necessary to defend your ety once the city ts built- Select 
the city and display the Production sereen to produce the only miliary 
unit you can make, Militia. In a while, with advances in the 
development of technology, ай kinds of other things сап be made- 


How to View the Unit and Building Table 

+ On the Production screen, if you select Change, you see a table of the 
units that may be produced with your presene technology: 

+ The data are, from left, name; init attack factor (A), defense 
factor (D), and mobility factor (М); the number of tums to 
‘completion; and the Help (H) bution, which offers particulars about 
the unit or building. 


Which City Facilities to Construct First? бес also p. 33) 


After units, buildings are arrayed on the chart Once а Milia unit is 
in place, lets make some civic facilities, starting with granaries, which 
can speed up the growth of population, Ог, lets make some barracks or 
walls to defend against the sudden appearance of Barbarians, ог їп case 
war looms with other states. However, buildings cannot be constructed 
‘without technology; just as is the ease with units- 
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Recommended City Facilities for the Early Period 

+ Barracks: То ward olf pirates: The attack and defensive factors of 
production units increases 50 percent! 

+ Temples: Make violent outbreaks less likely to occur 

= Walls: To ward off floods, The defensive factor of units in the city 
increases threefold. 


Aside from ordinary buildings, there are the unique Seven Wonders 
‘of the World, It takes several ens of turns to complete one of these, but 
each is a unique item with great efficacy. 


Developing the Necessary Technology бес abo p. 40) 

The three technologies you start with are Irrigation, Roads, and 
Mining. Anything else has to be developed in order to be available o 
you. Development begins automatically with the construction of a city. 


‘Technology for the Early Period 

‘+ Pottery: Enables you to make granaties. 

* Bronze Metallurgy: Enables you to make Phalanx wits, most 
appropriate for city defense 

* Burial Rites: Enables you to make temples 

* The Wheel: Enables you to make powerful Chariot unis 

= Alphabet: The basis for the next level of technology. 


After one technology ts accomplished, the question arises: what to 
make next? Look tthe appended Civilization Technology chan and think 
about this The chart indicates which units ог buildings can be made fom 
‘which technology and which technology can be developed next. 


Rules for the Development of Technology 
+ New technology requires whatever technology serves as its base, 
= Most technology is born from a combination of two technologies. 
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Let Explore the Surrounding World (ee ake p-61) 

In the beginning, the environs ofthe спу are unknown terrain and 
appear blacked out. When several units have been made, lets explore 
{hs пена incognito, Terrain with village scons represents minor tribes. 
When your ш. enters а village, you usually obtain gold ог unis 
occasionally there are Barbarians instead, and they апас. 


mits on the Movement of Units 
Units move in accordance with their mobility factor; when they dont 
have the mobility to move into the next terrain, they cannot move. А, 
units and cities possess а support aneu of eight squares around them. You 
cannot move from the support area of a unit or city of а dillerent stale 
о another such support area. 


#400 e: 
CHARIOT 


Support Аны 
Ith case, the cavalry іні салда тине пои аа, ич. od 
шй, caus of he suppor aneas of rat они 


Constructing a New City 

When population has increased to thee or four citizens, you ean 
make Setter units and build a new ciny the same way as the firs time 
In the ety you build, you can repeat the project of producing units thar 
increase population Through this process of dividing cities and 
founding the пеха су, the player is able а expand his states sphere of 
influence. Because the revenue from trade multiplies with the increase 
in cites, you сап make lots of units that will speed up the development 
of technology 


г 


lomacy with Rival States ес also p. 93) 


Hamurab 
deeply grate 


When you move units and explore the world, you are bound to 
discover rival states somewhere. When comtact occurs, the other side 
will want to seek an audience with the player. If this i permiued, а 
peace тему is concluded with the other side state and exchanges of 
technology can take place, Or, Diplomats or Caravans can be sent to the 
city and exchanges can become possible with the opening 


of embassies, 


War Breaks Ош Gee also p. 51) 

When rival states or recalcitrant Barbarians attack, there is war: In 
war, the use of a military unit to enter a square containing а unit oF city 
of a rival is considered an attack. Defeated units are removed, and when. 
the units defending a city are gone, а ground unit is moved into the city 
and occupies it. When ай the cities ofa rival state are conquered, the 
sate is obliterated, 

Among military unts, there are types that are superior in attack, types 
that are superior in defense, and types that are capable of rapid 
movement, Also, ground and ait units can be moved by maritime units. 


Changing Government by Revolution Gee also р. 38) 

There are rules on the forms of government in this game. Because the 
form of government influences the nature of production, the military 
expenditures, the happiness index, and the diplomatic relations ofa city, 
with the advance of civilization one's own state changes its form of 
government, However, the form of government cannot change 
‘without technology. 

To change the form of government, select Revolution from the Main 
menu. After a number of lune, you сап select a new form of government 


Possible Forms of Government 

< Освроце Rule: Also known as Dictator; the system at the мат. 
Primitive 

= Monarchy: The productivity в higher than for Despotism. 

* Republic: The productivity is higher than for Monarchy, but urban 
elgstisfation is great 

+ Democracy: Productivity is highest, but violent outbreaks are most 
ely to occur. 

+ Communism: Also known as Socialism: Іше corruption is seen. 


Let Think About the Happiness of the Citizens бес alo p. 39 

When the population ofa ciy leaps ahead, unhappy геп who raise 
complaints appear, ìn cies where they appear, violent outbreaks 
Çarikes) occur that totally shut down the production ol the et. То put 
3 op 1o that, happy citizens (ihis has nothing to do with content асем) 
must exist їп that city in numbers equal to or greater than the number 
of unhappy citizens. 


Ways of Making Citizens Happy 

+ Make non-laboring citizens (entertainers) by taking a citizen off work 

2 Build such religious or charitable facilities as temples, monasteries, 
and churches 

= Hold down taxes or spending оп science and make luxuries, 

4 Place many military units in the chy: 


‘To Know the Happiness Index of the Citizens of a City 

‘On the City menu, select Happy or, on the City (or Production ог 
Armed Forces) screen, look at the Population Roster Бох on the top 
Section, The Anitude display under Advice on the Main menu shows the 
happiness of all your cities. 


Emigrants to the Stars bee ako p. 58) 

If you survive wars and technological competitions vitoriously, 
finally you emer мо the final goal: the project to emigrate to the siars. 
Any civilization can start this project with the completion of the Apollo 
Program under the Seven Wonders. Lets develop the technology, build 
the space vehicle, and ait for the Alpha Centauri System. 

I уоп get 10 your destination: ahead of your rival states, the game 
ends You win! 
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RULES 


Моге detailed explanations ofthe particulars ofthe game are given here 
Read his well 10 get even more enjoyment out of the world of 
Sid Meiers Civilization, 
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On CITIES 


Cries, which occupy a big position in the game, cannot be moved 
once they are founded, so пу your best to find a favorable location for 
production and defense. And once you have founded your city, use 
many methods to increase production and aim at making it a city 
distinguished in the world 


The Founding of a City 

Only Settler unns can make a city When a city is built on a plain 
(ground) or grasslands, irrigation and toads are automatically installed 
in that square and production rises, 

hen a city is founded, the environs become productive territories 

(City Environs map) and the production of foodstufls, resources, and 
trade becomes possible with the placement of citizens there. What Ix 
produced and how much is possible differs greatly with the terval and 
the form of government. If you wam 1o change the placement af 
отеп. select a productive square once and make a specialist, and then 
selec 

The production о 


he new terrain you wish to make productive 

a city is carried out automatically with every tum: 
оода or resources remaining aller consumption are stockpiled in 
the Food Storage box or the Production box, and trading revenues ar 
distributed among luxury goods, tax revenue, and knowledge according 
to the proportions decided by Distribute in the Main menu. 


Improvement of the Terrain 

Ву changing the eran around the сау the amount of foodsruffs and 
resources that can be produced there ean be increased. Only бег 
‘units can accomplish improvement of the terrain. Any process requires 
several turns to complete. Watch out: the original unique resources are 
Tost when improvements are made. 


Irrigation: When carried out on grasslands, mountains, or desens, 
ода production increases. Irrigation can only be performed 
опа square that shares one sce with a sea square, a river square, 
ога square that bas already been irrigated. 

Mining: When carried out in hills, mountains, оғ desert, resource 
production increases by one. 

Leveling: Forest becomes plains (or ground); jungles or swamps 
‘become grassland, 

Forestation: Plains (or ground), grasslands, jungles, oF swamps 
become forest, 

Plunder: The irrigation and mining on that square becomes void. 


Increasing Production 

Increased production does not come to a city only through 
improvement of the terrain, Roads and railroads made by Settler units 
or facilities built through technological development also cause trade or 
resources осоне, 


Roads 

Тһе presence of a road in any terrain decreases the movement cost to 
one-third normal. In plains, grasslands, and desert, roads increase the 
squares production Бу one point of trade. Roads cannot cross rivers 
unut Bridge Building technology has been developed. 


Railroads 

When you develop Railroad technology, you сап build racks over 
squares where roads already exist. Moving over them does not use up 
any unit movement factor іп any terrain. In addition, the products of 
‘tha square increase by 50 percent (discarding fractions). 
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Factories and Industrial Plants 

By making factories or industrial plants. you can raise the resource 
‘production output of the entire city Once you make industrial plants, 
factories become out of date and inelfective 


Electric Power Stations 

‘Vanous kinds of епс power stations raise the resource production 
‘output of factories and industrial plants Except for combustion-powered. 
generating stations, they reduce the pollution from industrial waste 


Markets and Banks 
By making markets and banks, you increase luxury goods and ах revenue, 


Factory: Raises the resource production output of the ety by 50 percent 
(disregarding fractions). Necessary Technology: Industrialization. 


Industrial Plant: Doubles the resource production of the city 
Necessary Technology: Robotics. 


Combustion Power Station: Raises the resource production output 
by 50 percent (disregarding fractions); industrial waste 
remains unchanged, Necessary Technology: Refining, 


Hydroelectric Power Station: Raises the resource production 
‘output by 100 percent (disregarding fractions), industrial 
waste іс cut in hall. Cannot be set up іп сїйє that аге not 
close о hills or mountains, Necessary Technology; Television. 


Nuclear Power Station: Raises the resource production output by 
50 percent (disregarding fractions); industrial waste i$ cut in 
half. When violent outbreaks occur in the сиу. there is a 
possibility ofa meltdown, bur if Fusion technology is available, 
this will not occur. Necessary Technology: Nuclear Power. 


Market: Tax revenue and production of luxury goods rises 
50 percent. Necessary Technology: Trade. 

Bank: Together with the effect of a market, raises tax revenue and 
production of luxury goods by another 50 percent (discarding 
fractions). However, you musi already have developed 
markets to build banks. Necessary Technology: The Republic 
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The Happiness of Citizens and the Specialists 

Four types of citizens live in the су: content citizens, happy citizens, 
unhappy citizens, and specialists. At the star, all are content citizens, 
but when a certain line ls tossed with the increase m population, or 
when unis leave the ciy, unhappy citizens are born. И the number of 
unhappy citizens rises above the number of happy citizens (not content 
citizens), violent outbreaks take place їп that city. All activity 
(surrounding production, unit production, etc.) ceases 

“In order to guard against this, you must make luar goods or faites 
о increase the number of happy citizens imd reduce the number of unhappy 
cizns, Citizens who are made specialists ane considered көшеті citizens 


Luxury Goods 

Luxury goods сап be made each turn from trade revenue in a 
proportion decided at Distribute on the Main menu, With two luxury 
коой», а single coment citizen ean be changed mo а happy citizen or 
an unhappy citizen сип be tumed into а content citizen. This is cutie 
оп alternately, starting from changing coment citizens. 


+ ‘Temples, cathedrals, and stadiums have great efficacy In returning 
the unhappy сінгене of a chy to being content chizens 

+ Among the Seven Wonders there are many things related 10 the 
happiness ofthe citizens, starting with the Oracle: 


(уш эйел Сиз Sn ner Аме ов the Min тети. all fhe ie he your 
‘ar ate are displayed 


Forms of Government and Units 

When you select Despotism, Monarchy, ог Communism (also known 
в Socialism) as a form ol government, one military unit within the city 
with an attack laaor of опе ог more can convert ane unhappy citizen 
ишо a comens «изеп. 

On the other hand, when you select the Republic or Democracy, 
‘when units anached to the city leave it, unhappy citizens increase, And 
Ж you make only airborne units, unhappy citizens аге bom In like 
quantity (see also p. 40). 


Temples: Can change one unhappy chizen into а content сішшеп 
{alter the technology of Mysticism is available: two citizens), 
Novessary technology: Burial Rites. 

Stadium: Can change three unhappy citizens into three content 
citizens. Necessary technology, Construction, 

Cathedral: Сап change four unhappy citizens into four content 

zens GI you make Michaelangelo’ Chapel, one of the 
Seven Wonders: six citizens), Nevessary technology: Religion. 


Specialists 
In the cles, those who have not been placed in the urban environs 
duction are displayed in the Population Roster box as specialists, 
distinguished Irom the general ciuizenry There ss ol 
Specialiss—emenainer, tax collector, and seientist—and they ate 
‘exchanged іп sequence every time you use the Control Pad and the A 
Button togethet Their functions аге described below 


Entertainer: Each one of these increases luxury goods by iwo. 
Tax Collector: Each one of these increases ах revenues by two. 
Scientist: Each one of these increases knowledge by (wo. 
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Corruption and Environmental Pollution 

When а city develops and the volume of trade increases to a certain 
point, compton occurs and consumes some of the actual revenue from 
irade. Furthermore, when a civilization becomes developed and 
industrializarion or automobiles come into being, pollution of the city 
environment begins and may have physical effects. These are two 
mimuses that grow step by step with the development of cities 

In addition, an attack by Nuclear Missiles or meltdown at а nuclear 
power station has a tremendous impact on the environment. 


Corruption 

‘The two elements that determine the degree to which corruption will 
occur are distance from the capital (ihe city with a palace), and the form 
of government, Тһе farther a city is Irom the capital, the more 
corruption will occur. Ав for forms of government, it is most rampant 
under Anarchy and progressively less with Despotism, Monarchy, 
Communism, and the Republic. It does not occur at all under 
Democracy: The measure for warding off corruption is the courthouse. 


Courthouse: Reduces corruption by hall, Necessary technology: Low: 


Pollution 

Most related to pollution are the quantity of resources and population 
produced їп the city. When more resources are produced. more 
industrial waste occurs, and the probability of physical effects дт. 
pollution grows. Population has Ше effect until the development of 
‘Automobiles, but once this technology is accomplished, lifestyle waste 
ls produced in huge quantities, and this becomes a significant factor. As 
you advance further, to Mass Production and Plastic technologies, the 
impact of population gets bigger and bigger 


Physical Effects of Pollution 

The pollution probability ís shown by the number of smokestacks in 
the Envitonment box on the Production sereen. If pollution actually 
occurs, you receive а message and some squares around the city wll be 
impaired (blackened). Polluted squares production falls by half 
(rounded olî to the nearest whole number) and does not return until a 
cleanup is done. 


Cleanup and Prevention 

Polluted squares can be restored by Seuler units, Move the units to 
the squares and select Cleanup from the Unit menu. When you are 
finished, production can continue as before. 

Also, if one takes ecological measures in the city, the probability of 
pollution is reduced and physical elfecis can be prevented, Either 
hydroelectric power plants or nuclear power plants reduce industrial 
waste by half (see also р. 33). 


Recycling Center: Reduces industrial waste by one-third. 
‘Necessary technology: Recycling, 

Public Transportation Facilities: Reduces lifestyle waste to zero, 
Necessary technology: Mass Production. 


Nuclear Pollution 

Anack from Nuclear Missiles or а meltdown that occurs when there 
isa violent outbreak in a city that has a nuclear power station will bring 
about physical effects from pollution. OF course, cleanup by Seiler 
units ts possible, here, 100. 


Nuclear Missile: The cny and squares occupied by unis are polluted, 
together with the nine most productive surrounding squares, 
Meltdown: Cuts the population іп half when it occurs; the squares 
around that city are polluted at random. But if Nuclear Fusion 
has been developed, the power plant automatically becomes a 
nuclear fusion power plan, and so meltdown does not occur. 


Planet Changes 

И for various reasons the polluted squares become numerous, a 
raising of the sea level due to global warming will begin to change the 
topography on a planetary scale. When this happens, some plains neat 
seas randomly become dessert, some grasslands randomly tum 1o 
swamp, and some forests randomly become jungle. 

To predict the likelihood of this degradation of the environment, look 
at the Sun icon that appears next to the Lightbulb in the Status Window: 
“The Sun shows the present condition of the planetary environment: 
deep red means low danger, pale means high danger. The Sun does not 
appear ший your nation is industrialized. 


REVOLUTION AND FORMS OF GOVERNMENT 


The form of а states government is ап important factor іп не 
productivity and warfare. You start with Despotism, but ks possible to 
change governmental systems both by technical development and 
by revolution. 


Revolution 

When moving from one form of government 19 another, one first 
carnes out а revolution. А stale where revolution occurs lapses imo 
Anarchy, but alter several turns, a message to select the next form of 
government appears, 

If you build the Pyramids—one of the Seven Wonders—you 
become able 10 select any form of government without regani 10 
technological development, and aher revolution сап move 10 а new 
form without lapsing ina Anarchy- 


Forms of Government 

There are six forms of government altogether, but besides Despotism 
at the start and the special situation of Anarchy, none сав, be selected 
without rechnological development, 

The Topography screen ( Burton) also сца you with the 
production level of each form of government, 


Despotic Rule 

City production: The production level of squares іші produce three or 
More ойы, resources, ог trade is reduced by ane 

Мишу expenditures: The malmenance of each military unit т 
excess of the number of ety: population points costs one 
resource pet шіп, Each Settler unit must consume one 
foods per turn, 

Urban corruption: Great. 

Pouce treaties: Concluded or broken as the player decides 


Monarchy 
Giy production: Production neither increases nor decreases 
Miltary expenditures The maintenance of each military unit cosis 
one resource per tum and has no connection to population- 
Each Settler unit consumes two foodstulls per tum. 
Urban corruption: Less Шап under Desponism 
Peace тае Concluded or broken as the player decides. 


Communism 
Cuy production: Production neither increases nor decreases 
Military expenditures: The maintenance of each military unit costs 
‘one resource per turn and has no connection to population, 
Each Sealer unit consumes two foodstuffs per turn. 
Urban corruption: Rare, but does occur at an average tale. 
Peace treaties The player is Нег to conclude or break them, 


Republican System 

City production: Trade increases by опе on squares possessing tride, 

Miltary expenditures Тһе maimenance of each unit cosis one 
resource per tum and has по connection to population, Each 
‘Seiler unit consumes two foodstuffs per turn, 

Urban corrusion: Less than under Monarchy. 

Peace maties: Must be concluded, and cannot be torn up 
unilaterally by the player (the Senate always overrules 
aggressive actions). 3 

Other: one экей military или (army of maritime) i separated 
from the eny, one unhappy citizen is created, The mere 
creation of one airborne unit makes one unhappy chizen, 


Democracy 
City production: Trade increases by one on squares possessing trade 
Military expenditures; The maintenance of each unit costs one 

resource per turn and has no connection to population, Each 
Setter unit consumes two foodstuffs per tum. 

Urban corruption: None. 

Peace treaties: Must be concluded, and cannot be torm up 
unilaterally by the player (the Sense always overrules 
aggressive actions) 

Other: W one attached military unit (army or navy) is separated from 
the city, two unhappy citizens are created. Тһе mere creation 
of one airborne unit makes two unhappy citizens, И violent 
outbreaks occur wo tums running within the state, they 
automaticaly tigger revolution 


Anarchy 

Chy production: The production level of squares that produce three 
‘or more food, resources, or trade і reduced by one 

Miltary expenditures: The maintenance of each military unit in 
‘excess of the number of city population points costs one 
resource per tum. Each Settler unit must consume one 
ойма! per turn. 

Urhan corruption: Great 

Peace treaties: The player is free to conclude ог break them. 

Other: Tax revenues do not come în. The maintenance of city 
Iacililes cannot be paid for. Technological development ceases 


ON THE DEVELOPMENT OF TECHNOLOGY 


Along with the founding of cities and the production of units and 
buildings, etc, an imponan point with this game is the progress of 
civilization through the development or discovery of technology. 


‘Obtaining Technology 

Technology develops as knowledge builds up: knowledge is the 
ponon of a ciny trade revenue (indicated by lightbulbs) thar Is reserved 
for science. When you accumulate the share of knowledge needed for 
the technology that is your goal, you acquire the new technology. 


Ways of Developing Technology 

No technology сап be developed from zero. When you have 
developed 1wo diferent technologies, often one new technology сап be 
bomn from that. To leam what new technology can be developed next 
fiom which current technologies, please see the fold-out Civilization 
Technology Chan. 


The Influence of New Technology 
When new technology is obtained, the following usually occurs: 


+ The production of new types of units, bulldings, and/or Wonders 
becomes possible 

+ A new form of government can be selected, 

= А portion of old unit types can по longer be produced, 


Furthermore, with the development of Gunpowder от the Internal 
Combustion Engine. the barracks in all the cities become obsolete and 
are removed. In the same way, when a certain technology із developed, 
э corresponding Wonder loses iis effectiveness (see also р, 55) 
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Accelerating Development 

To increase the speed of technological development, i ts necessary 10 
increase the amount of knowledge made by a ciy. Since knowledge is 
alloted from trade revenues, the simple ways would be to boost rhat 
tity total ttade or айй to the share for scence under Distribute in she 
Main menu, Knowledge is directly increased when you make scientists 
or libraries and universities 


Scientists: by making citizens imo specialists (scientists), you can 
increase the amount of knowledge. For each scientist, two 
lightbulbs are added (see also р. 35), 


Library: Raises knowledge in a city hy 30 percent. 


University: Added to the effect of a library adds another 50 percent 
to knowledge. A university cannot be made unless you have а 
brary beforehand, Necessary Technology: University 
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DIPLOMACY AND TRADE 


There can be three or more states besides the player іп the world. 
Diplomatic relations or imercity trade can be carried on wlth these 
тюй states 


Diplomacy 

Diplomacy occurs through contact with rival states. When the players 
unit encounters а rivals шай or city, contact is begun өп the basis of 
judgments made by the compoter, When the player seeks to enter into 
contact, he or she sends a Diplomat unit into а rival city, and selects 
Have an Audlence with the King 


Tate] Lise nc 


Assreasive 
оран rowise ie 
Ганні ibama and 
[кыне Das pok ізі 
aven 


ув hane a eb ул ал келик anim 
Талда ыы кайи 


The particulars of contact change, depending оп whether а players 
эше ог а rival state ts warlike or peaceful, but the general sequence is 
as follows, 


Exchange of Technology 
Some rivals may offer to sell you technology you have not developed. If 
you agree, they in retum choose one of your technologies, as they please. 


Peace Proposals 

Someone may approach you for tribute or ask you to sell your 
technology. I you agree, а peace treaty is implemented. With peaceful 
түгі, refusal may not rufle feathers, but warlike rivals may go to war 


Breaking Treaties 
Someone will come wanting you to break a treaty you have concluded 
with another rival. If you refuse, a warlike rival may go to war with you. 


Implementing Peace Treaties 

Ав long as there is по declaration of war, contact always ends with the 
offer of a peace тему. Па this point you implement а peace treaty, you 
may ask your new ally to raise an army or for tribute Whenever you ask 
them to raise an army, they demand more money. If you refuse the 
treaty, a peaceful or weak rival may offer money or technology and 
continue contact, but warlike rivals may gp to war. 


Diplomats 

А Diplomat unit has unique moves that a military unit does not bave; 
When a Diplomat unit moves into а rivals city, a menu appears from 
Which you сап choose the action you prefer, as shown below. I a 
Diplomat moves ито а rival units square, can offer a bribe to win that 
unit over to your side. Excepting when bribing units, the Diplomat is 
Ша when a command в executed 


Establish an Embassy: Establishes an embassy to spy on that state, 
Technological developments or foreign relations intelligence 
сап now be reported regularly, You may only have one 
embassy рег sate. 

Search Cities: The detailed particulars of the city into which the 
Diplomat is sent become visible. 

Steal Technology: If your rival has developed technology you have 
not, you can steal one technology at random. Only one 
technology can be stolen from each chy. 

‘Cause Destruction: Destroys а unit in production or а facility of 
the city at random. 

Incite Rebellion: With а payment of money, cities other than your 
rival capital сау can become yours. 

Have an Audience with the King: Diplomatic selations can be 
established with a rival state at any time. 

Bribing Units: Гепету unts are bribed, they immediately become allies, 


Send in а Diplomat unit and ай out ieligence оп the ізі sate! 
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Caravan Trade 

Besides carrying øn trade with their environs, cites can conduct trade 
‘with other cities, Send a Caravan unit гө a city ten or more squares away 
and open up a Trade Route, When you do that, wade with that city 
begins automatically and trade revenue comes in every mrm 


Trade Revenue 

The money received when a Caravan unit arrives (or the subsequent 
trade revenue) rises with distance, especially when the city is in another 
state or on another continent. There is по limit to the number of trade 
тошез а спу сап open up, but only up to three can have high profits. 


Support for the Seven Wonders 

When a Caravan unit ls sent toa chy їп its own stare that is in the 
process of building a Wonder, it can also be used to speed up that 
production. The procedure is the same as for opening up a trade route: 


ТТІ 


А caravan approche û city lo ема діс тае revere from dunt 
lange cites reat 
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UNITS AND CONFLICT 


In the course of a game, you move many units ко explore unknown, 
terrain, defend cities, and fight with rival states. 


Types of Units and Their Strengths 
Military Units 

Miltary units are used tn conflict, unit escort, and puting down violent 
outbreaks in cities. Depending оп their main sphere ol activity, military 
іе ae divided into land, maritime, or air units, Land units principle 
duny в conflict. Marime units are used to move across the Oceans, AIr 
units are powerful unis that appear in the later half of the game 

The ability values are, from left: attack factor, delense factor, and 
тозу factor. Terminal technology is the technology which, when it 
appears, makes й impossible to produce the unit any longer, 


Representative Land Units 
Phalanx: The mainstay of defense umil the appearance of 
musketeers. Necessary Technology: Bronze Working; Terminal 
Technology: Gunpowder, Ability: 1-2-1 


Cavalry: An absolue neces f wars are frequen, Necessary Tiny 
Chivalry; Terminal Technology: Automobiles, АШУ, 4:2-2 


War Vehicles: The strongest weapon for ground defense balance. 
Necessary Technology: Automobiles, Terminal Technology 
None: Ability: 10-5-3. 


Representative Maritime Units 
Sail: Сап carry up to three land units. Necessary Technology: 
Navigation; Terminal Technolgy: Compass; АМЙу: 1-1-3, 


Battleship: Except for nuclear missiles, the strangest attack and 
defense force. Necessary Technology: Steel; Terminal Technology: 
None, Ability: 18-12-4, 


Aircraft Carrier: Can carry eight ait units. Necessary Technology: 
Advanced Flight; Terminal Technology: None; Ability: 1-12-5. 
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Representative Air Units 
Fighter: Can attack air units. Necessary Technology: Flight 1: 
‘Terminal Technology: None, Ability: 4-2-10. 


Bomber: Best thing for attacking cities or land and maritime units, 
Necessary Technology: Advanced Flight: Terminal Technology: 
None; Ability: 12-1-8, 


Nuclear Missile: Tremendous destructive power, but an evil 
‘weapon that роде the environment. Necessary Technology: 
Rocketry + Manhattan Project (one of the Seven Wonders); 
Terminal Technology: None; Ability: 99-0-6. 


ет one turn (Fighters or Nuclear Missiles) or two tims (Bombers) 
of movement, W alr units do not retum to city or aircraft carrier, (or, in 
the ease of missiles, explode) they crash 


Special Units 

‘Special units include Setters, Diplomats, and Caravans, АП three are 
land units, They require no resources under any form of government. 
and they create no unhappy citizens. 


Settlers: Unis that make cities ог change the topography Necessary 
Technology: None; Terminal Technology: None; Abily: 0-1-1. 


Diplomats: Units that seek out intelligence on the cities of other 
sates or engage іп bribery and sabotage (see also p. 45) 
Necessary Technology: Writing: Terminal Technology: None 
Ability: 0-0-2 


Caravans: Units that are used when carrying on trade between 
cities өгіз speed up construction of Wonders (see page 46). 
Necessary Technology: Trade; Terminal Technology: None; 
Ability: 0-1-1. 


MOVEMENT 


Units can move on the map by using their mobility factors. Even if 
there are points remaining in a units mobility factor, if not enough 
points are lefi to move into the пеха square, a unit cannot enter 
that square. 


Order of Moves 

When a players шгп begins, units wating for orders blink to let you 
Know this When the motion of one unit ends, you zip to the nest 
‘wating unit automatically, and in this way all units receive thelr orders 
and the тит ends. When you domt want to move а given unit, you can 
select No Orders, and its action for that tum will end, 


Altering the Order 

When, in the middle of a turn, you want to change the order and 
move a different шй firs, select Wait o jump ош of sequence and select 
the unit you want to move, to make it blink. 


Removing Defenders or Sentries 

Units ordered to go on defense or sentry duty will not come up in the 
move sequence шеші they are released. When you want to release them, 
select them on the General sereen or the Armed Forces sereen. Senries 
are released when rival units come imo the vicinity. Units can move or 
fght in the regular way after the turn in which they are released: 


The Influence of To һу 

а eg a MO 
squares dillers with terrain, For details, see the Topography Chi 
(Б. 70-71). Air units always use one point of thelr mobility factor to 
move one square. without regard 10 topography Maritime unis also ase 
‘ne point per square 

‘Also, when land units move on roads or railroads, 
faster than usual 


Roads: In any terrain, square costs only one-third point. 
Railroads: In any terrain, no mobility points at all are needed. 


they сап move 


Limits оп Mobility 

Land units сап ordinarily move only on land, They сап move on the 
seas only when maritime unts carry them, Maritime units cannot move 
omo land, unless they make роп in coastal cies. Air units can move 
ovet land or sea, but i they do not return w a cy ос aireralt cartier in 
one or two turns, they crash. 


Support Areas 

‘Units and cities are considered w have the surrounding eight squares 
as support areas. Except for Diplomats and Caravans, no land unit can 
mave directly from one enemy support area to another. When you want 
to make such а move, you must first leave the enemy support area and 
then move toward the target square. However, in cases where a city of 
‘one’ own country is within the enemy support area, movement in and 
өш of that city is permitted, 
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Maritime Transport 
Only four units—Triremes, Sails, Frigates, and Transpons—can 
transpor land units, Айг units сап be transported only hy Астай Carriers 
Ifa maritime unît i attacked by the enemy while transporting and is 
los, any units being transported are lost the same time. О! course, 
land units or ait units under transport cannot defend. 


Embarking on a Vessel 

Units can be moved omo a vessel only by moving a land or airunit onto 
an adjoining maritime unit. Also, in a case where а bnd unit that has 
become а sentry is stationed in a city where there is a maritime unit, it 

Boves atomically ото the maritime unit if the maritime unit eaves роп, 
Disembarking 

To offload a land unit, select Land on the Unit menu while the 
maritime unit is at a seacoast or in а city: The units being transported 
can disembark in their move sequence, 

Disembarkation can be accomplished only during the move of a maritime 
unit. It cannot be done directly Ичо а square that has an enemy unit or chy: 


Conflict 

When your шй» move into an enemys square, conflict occurs: The 
‘outcome of the conflict is settled right then and there: the units of the 
Josing side are immediately removed, When there are two or more units 
‘on the square of the defender, the unit with the greatest defensive factor 
is considered to be defending. I that unit loses asthe resul of the conflict, 
i unts on that square are removed, (Сну defense is the only exception.) 


The Effect of Topology 

The tera of he defending side has an Influence on conflict. The 
defense factor of and units holding hilly or forested terrain is raised. 
For details, see the Topography Chan. The defense factor of maritime 
and air units does not change no maner what terrain they are in, Also, 
the attacking side is not influenced by topography 


Unit Status 

The attack or defense factor of a unit diers in war depending on ts 
-starus(actve, sentry on defensive posture), When you want the ultimate 
attack or defensive power, adjustment will depend on this status, 


Mobility Factor 

Units that have used their entire mobility factor to get where they are 
cannot attack. If they take advantage of roads to move and thet 
sandard mobility factor is fess than one, they can attack, but their 
attack strength is lowered. tf а unit has extra points of mobility factor 
and attacks, it can do so continually to the extent of its mobility factor: 
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Defensive Posture 

When land units assume a defensive posture, their defensive factor is 
mised 50 percent, The defensive posture is accomplished by selecting 
Delense on the Unit menu, 


Veterans 

Units produced in а city thar has barracks: ог units that have been 
victorious at least once are veteran units, with 50 percent more апас 
and defensive power, Veteran units have a gold eagle badge displayed 
next to their names, 


Defensive Facilities 

Special facilities increase the defense factor of units’ Adjustments fo 
special facilities аге made alter adjustments for the effect of topography 
ог veteran status, 


Barracks: Can make veteran units, Defends against pirates 
Necessary Technology (First Level): None; Second Level 
Gunpowder, Thid Level: Combustion 


Walls: Triples the defensive factor of unis ina chy. However, they 
have no efect against Tanks or Fighters, Defend against flood, 
Necessary Technology: Masonry 


Fortress: Units on such a square are doubled in defensive strength. 
Can be constructed outside cities by Senler units 
Necessary Technology: Building. 


Attacks on Cities 

In battles fought to defend a city, even if the defending unit is 
defeated, the other units are not wiped out, Usually, only the unit that 
loses is removed, If a situation arises where there are no units оп the 
defending side, the land units of the attacking side can eer the city, 
which, being occupied, now belongs to the attacking side 

When a city without walls is atacked and defeated by a land unit, the 
population drops by one point. И ihere is only опе point of population 
there, that city is wiped out, An attack by an air unit (except a 
Missile) or a maritime unit does not reduce the population 


саг 


Offshore Bombardment 

Maritime units, except lor Submarines, сап attack cities or land units 
‘on the seacoast. No special adjustment is made on this basis. Of course, 
maritime units are removed if they lose 


Air Attack 

The only thing that can attack an air unit is a Fighter unit, Land or 
maritime units cannot attack. In air to ground conflict, terrain and walls 
ог fortresses have no elect. 
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Special Attacks 
‘Nuclear Missiles and Diplomats сап carry ош unique attacks, 


Nuclear Attack 

When a Nuclear Missile attacks an enemy city of unit, there is a 
imiclear explosion centered on that square When the explosion occurs, 
regardless of defensive factors or nationality. all units in and around that 
square are lost; їп а city; half the population is lost. The blast center and 
the surrounding squares are polluted. Only an SDI Defense Base can 
ward off such a nuclear attack. 


SDI Defense Base: A city with one of these cannot be attacked by 
а Nuclear Missile, Necessary Technology: Superconductor. 


Bribery 

Just as їп а regular айас, when a Diplomat unit enters a square 
occupied by an enemy unit, 4 сап commit bribery: Upon payment of the 
displayed cash amount, enemy шін mediely becomes a friendly unt 
The amount ol the bribe decreases the farther the nit ts from ns capital. 


tê U о make бе bribery succeed and 


REGARDING THE SEVEN WONDERS 


The Seven Wonders are unique items that confer many things on the 
states that build them. There are а total of 21 wonders, seven in each 
әде Antiquity, the Middle Ages, and the Industrial Age 


Construction of the Seven Wonders 

None of the Seven Wonders may be constructed more than once in 
any game, Just as with ordinary units and buildings, a required 
technology is set. However, once they are built, they do not ental any 


Destruction or Inefficacy of the Seven Wonders 

As time advances and technology is developed, the original Seven 
Wonders lose their «сасу Also, when a city is desimyed and 
disappears, any Wonder in М disappears at the same (іше 


on cam see wbich countries have whieh Wonders with 
Iniligence, under Advice on the Maim тети. 


Representative Wonders of Each Age 

Voiding technology means the technology that removes the efficacy of 
the Wonder, When а state anywhere in the world develops that 
technology the Wonder loses ts power. 


Antiquity 
Oracle 

Сом. 300 

Necessary Technology: Mysticism 

Молу Technology: Religion 

Power: Raises the efficacy of temples from two people (it is two 
people because Mysticism has already been developed) to 
Four people 


Colossus 
Cost: 200 
Necessary Technology: Bronze Working 
Мий Technology Electricity 
Power: The trade volume on squares with trade increases by one 


Pyramid 
Cost: 300 
Necessary Technology: Masonry 
Voiding Technology: Communism 
Power: Alter a revolution, you may chose any form of government, 
including those not yet developed, an the next turn (without 
going through Anarchy). 


Middle Ages 
Galileo's Observatory 
Cost: 300 
Necessary Technology: Astronomy 
voiding Technology’ The Automobile 
Power: Doubles the amount of knowledge in all cities ultimately. 
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Magellan's Voyage of Exploration 
‘Cost: 400 


Necessary Technolgy: Navigation 
Vouding Technology: None 
Power: The mobility factor of ай maritime units increases by one, 


Shakespeares Theatre 
Соч: 400 


Necessary Technology: Medicine 

Voiding Technology: Television 

Power: Unhappy citizens in all cities rerum 10 being content 
citizens, 


Industrial Age 
Apollo Program 
Cost: 600 
Necessary Technology: Space Flight 
Voiding Technology: None 
Poner: All states become capable of producing components for the 


space vehicle, the locations of all cies of all states. with 
embassies can he confirmed. 


Manhattan Project 
‘Gest: 600 
Necessary Technology: Nuclear Fission 
Voiding Technology None 
Power. States that have developed Rocketry become capable of 
producing Nuclear Missiles. 


‘Women’s Suffrage 
Cost: 600 
Necessary Technology: Industrializaton 
Voiding Technology: Nome 
Power: Under a Republic or Democracy, the number of unhappy 
‘ottzens produced when а land, maritime, or air unit leaves 
the city decreases by one person. 
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SPACECRAFT AND EMIGRATION 


Әле of the final goals of this game Is to emigrate to other planets 
When any state, including the players, accomplishes this, the game ends. 


Conditions for the Construction of Spacecraft 

Іп order to go to other planets, a specialized spacecrat керей 
bur a condition for ts construction в that a су somewhere in the world 
must have completed the Apollo Program, one of the Seven Industrial 
Age Wonders 

Tach эше can make only а single spacecraft I capital is conquered 
and occupied, the spacecraft is automatically destroyed, but in such a 
case ts possible to reconstruct I 


А np of successful migration from the fb ype 
О mankind 
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Spacecraft Components 

Unlike ordinary units, а spacecraft is made from various kinds of 
components, and when all those componens are produced and put 
together, one big spacecraft is complere. Maximum indicates the largest 
umber of the given component tat a player can produce. Cot ists the 
price of one unit. You сап create a spaceship with fewer than the 
алани componens: 


Spacecraft Structure 
The framework that connects the spacecraft lock and living area 
Maximam: 39; Cost: 80; Necessary Technology: Space Flight 


Components 
The components connected with the 


engine. Alter production, you 
сап choose whether you want a propulsion block or а fuel block. 
Maximum: В of each type; Cost: 160; Necessary Technology: Plastic 


+ Propulsion Block: The engine рап. The more you add, the faster 
you reach your destination and the greater your chances of success, 

+ Fuel Block: The source of energy for the propulsion block, In onder 
for the engines хо put out the maximum force, one of these i 
required for each propulsion block. 


Modules 

The components connected with life, After production, you can 
choose whether you want a living area, Ме support area, or solar panel. 
Maximum: 4 of each type: Gost: 320; Necessary Technology: Robotics, 
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Area: A facility that houses 10,000 people 

fe Support Area: Each provides the life support for one living 

area. Residents that do not receive Ме support service have alow rate 
of survival inflight 

+ Solar Panel: A facility that provides electric power to one living area 
and one Ме support area. Facilities not getting electric power cannot 
work right. 


Space Emigration and Scoring 

A minimal spacecraft structure arrayed with ten components and 
modules can take off, Once it has launched, а spacecraft cannot be 
aborted. All you can do is wait for the report 

When the spacecraft reaches a planet, the score depends on the 
‘numberof emigrants, A bigger эрасестай that сап carry more emigrants 
оп йз voyage will result in a higher score 


Passengers: The number of people that сап be carried. 

Supply Rate: the percentage of people who can receive Ше support 

Energy: the percentage of electricity necessary for occupation and Ме 
support that is supplied 

‘Weight: the total weight of the spacecraft 

Fuel: the percentage of fuel used by the propulsion equipment that is 
supplied 

Flight Time: the number of years needed мейі arrival 

Probability of Success: The projected percentage of people that wilt 
survive until arrival 


Passengers Support Rate Елеу 
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REGARDING EVENTS 


Many events happen in the course ofa game, The events mentioned 
here, with the exception of minor tribes, appear automatically with the 
‘check ar the beginning of a turn. 


Minor Tribes 
When a unit enters a square with the minor iibe icon, an event 
occurs immediately 


Scroll of Knowledge: You gin at random a technology as yet 
undeveloped. With the advance of civilization, this no longer occurs 

Birth of a City: A new city is made here, under your control, 

Birth of a Unit: One new military unit becomes yours, 

Precious Metal: Money becomes yours in units of fifty coins. 

Sudden Attack; You are attacked by a Barbarian unit 1h 
suddenly 


к appears 


Minor Tne Symbol 


Prates шс approaching the ан 
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Barbarians 

When you play the game, red military units may appear suddenly in 
the vicinity of a city. These are Barbarians. They are not units of a rival 
state, but they attack and plunder the city or unit of the player. 


‘Types and Natures 

There are two types of Barbarians: Brigands that appear оп land, and 
Pirates that come from the sea. They both approach cities, but act 
somewhat differently 


Brigands: They are interested only in the spoils of war. They have 
по desire to settle down, во they plunder irrigated squares 
and totally destroy any city they conquer, 

Pirates: They are looking for a fixed dwelling place. Therefore, they 
Чо not plunder, bat if they occupy а ciny they start producing 
unis and set ош to atack nearby cities. 


Sites Where they Appear 

Barbarians appear at random on ses coasts or in friendly squares that 
have not been explored. But Brigands do not show up within the City 
Environs map. Also, as the age changes, Barbarians develop stronger 
тагу units. 


Subjugation and Ransom 

As wih ordinary conflict, when attacked by a miliary unit, 
Barbarians сап be subjugated. Furthermore, if you attack a Barbarian 
king who has taken on the appearance of a Diplomat, you can collect 
100 coins in ransom if he is captured, Buc if his support units disappear, 
‘his Barbarian king escapes and disappears i he is not captured within 
several turns, 
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Disasters 
Occurring în cities, these ruin facilities and reduce population, One is 
protected from them if there are certain measures (protective measures) 


Earthquake 
These occur in cities built оп or among hills and destroy one facility 
or another, Protective Measures: None 


Famine 
These occur at random and the Food Storage box becomes empty. 
Population decreases, Protective Measures: Granaries 


Fire 
This occurs at random and rains one facility or another, Protective 
Measures Aqueducts 


Flood 
‘Occurs at cities on or near rivers and reduces population, Protective 
Measures: Walls 


Pirates 

Arise at cites on lakes or the sea coast: the Toodstulls In the Food 
Storage box and the resources in the Production box disappear entirely; 
Protective Measures: Barracks 


Plague 

‘Occurs at random and reduces population. No longer occurs onte 
Medicine has been developed. Preventive Measures: Aqueduct 
Volcano 

‘Occurs în dies on or near hills, reducing population, Preventive 
Measures: Temples 


өз 


Aqueduet: 1 you dont have this, population wall not increase 
higher than ten, Protects against fire and plague. Necessary 
Technology: Construction 


Barracks: Can make veteran units. Wards off pirates 
Necessary Technology (First Level None; Second Level- 
Gunpowder; Third Level: Combustion 

‘Granary: If you have this, population increases rapidly Protects 
against famine. 

Necessary Technology: Pottery 

Can change опе unhappy citizen into a content сімен 
{alter the technology of Mysticism із developed: two citizens) 
[Necessary Technology: Ceremonial Burial 

Wall: The defensive factor of units in cities with this triples But u has 
no effect against Tank or Bomber attacks. Protects against flood. 
Necessary Technology: Masonry 


Templ 


Festivals of Thanksgiving to the King 

А good event that happens in a city of more than three population 
where there are no unhappy citizens, and the number of happy «гете. 
exceeds that of coment «хепе The effects depend оп ihe form 
of government, 


Anarchy: Nothing happens 

Despotism: Even on squares with more than three in production, 
productivity does not decrease. 

Monarchy, Communism: Trade increases by one on squares with 
trade 

Republic, Democracy: II there is enough food, population 
increases by one point. 


GAME OPTIONS 


Before beginning a new game, the topography of the map and the 
‘strength of rival states can be set. И you clear it once and change the 
conditions, you can enjoy а different game. 


Setting up the Planet 
When you sart, you can determine the setup af the planet where you 
Bees 


Setting up the Environment of the Planet 
The player сап set up an imaginary planet as he likes and make the 
map to tt, The various options ame as follows: 


Land Mass: Decides the ratio of sea and land on the map. Small 
means many litle islands and greater isolation; latge means 
extensive continents and more rapid cultural contact 

Temperature: 1 cool, sundra increases; И warm, jungle increases: 

Climate: If arid, deserts increase; if wet, swamps increase 

Planet Age: With 3 billion years the topography is rugged; with 3 
billion years, the sloping is gentle 


Earth 

If you select this, the game сап start at а place clase to an actual 
‘country on а map resembling the Earth, Naturally, rival states will also 
appear near their actual historical locations, 


65 


Setting the Level of Difficulty 

There ate five levels of Шешу for this game. The terminal year of 
the game, Ше money in the treasury of your first chy: and the time it 
takes to develop technology change with the level of difficulty. At rhe 
high level, the conditions tor winning are stil 


‘Chieftain: The easiest level, beginning with the possession of two 
Settler units. First-time players may prefer this. 

Commander: The cash in your possession at the start disappears, 
and rival siates are strong. But if you play two or three times 
and understand the game, you can win- 

Prince: The rivals are prety strong, and if you dont keep an eye on 
‘the citizens, violent outbreaks flare up right away: At this level 
you cant win if you dont keep your wits about you. 

King; The rivals are at about the same level as the player. Barbarians 
are also strong, and you are always having to fight bitterly 
омет something, You need lots of experience to win. 

Emperor: The most demanding level. Rival states grow faster in 
every respect than the player, so it is really impressive И you 
can win. 


HALL ОЕ FAME 

When the game finishes, the score of the player is calculated and 
recorded. The place where it is recorded is the Palace of Fame. 
Conditions for Finishing 

The game ts over at the following times: 


H betore the terminal year, you have eradicated all rival states, 

= M before the terminal year, you have succeeded in emigrating lo 
space. 

* M you are eradicated. 

1 you select Retire оп the Main menu (and have neglected 10 

Save first) 

= When you reach the terminal year, 
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Figuring Your Score 
“The score for Sid Meier’ Civilization is calculated on the following 
factors, 


Basic Wins and Losses Score 
“The score computed according to the state of the cities or state. 


Happy citizen: 2 points per person 
Content citizen: 1 point per person 

‘Seven Wonders: 20 points each 

Each turn in which no wars were fought: 3 points 

(but if there is even one battle, the accumulated points reset at zero) 
Technology of the Future: 5 points each 

Polluted square: minus 10 points each 


Bonus 
‘There are two bonuses beyond the basic score. 


Space Emigration Bonus: This is а bonus attached to sive arrival 
‘ofthe space vehicle. Filly points are awarded lor every 10,000 
‘citizens who successfully become space emigrants 

‘World Conquest Bonus: This is a bonus attached to defeating the 
world, The more rival slates there are and the faster you 
accomplish this, the higher the points. 


The Hall of Fame 

The five states of the player that are highest in civilization rank are 
recorded in the Palace of Fame. The civilization rank is decided by а 
combination of the game score and level оГ: цу Thus, tothe extent 
that you have a high level of difficulty, even a low score will raise 
‘your rank. 


{suon2ey #шрлеэвүр) мәзізд дс snd онерді yy оі: sy шеші Aue ш 1509 ALGO Speo 
"жле рир-әйо si шешә) Аче їл 150 Апоу SPRON 
-suo snd эри Хээе qaday 
ЕТТТ 
э smun үе arona 30 ээл yo чотроці эшеройәд Aqpeuy 
эшәшишәлогу jo шол 
хума = роо #иророкі яры xa гоопопрокі Ksurpao оз өрі e se paraudsana st saainosas [roads Jo 199173 IHL 


ТҮТІН ЕТІСТІ 


nso азаю) o 


aa) wo E 


(нин! шарлар | oy on 


ЕЕ net] 1 

эр| = aa suns | < 

ETA EA ant) z 

Bune) 

papa | a | meten өз] + 
ете 


ИСЕЧЕ 


Dap oy | amodun | qed 


тарын | әңкезіш | жаноб 


3 


тең | шен | sonatas | жөне | aspa | олмен | эй umanas | 


1ИҰН?) Анаунооао. 


CREDITS 
WARRANTY 
sit Meer мик rcs Sey 0-Day Limited! Warranty 


Кон Corporation катат пе origina? consume рат! азм thal his game pak shal be ee 
om detects in materialan worhmmanstip or a релй 90 days оп dof purchase a 


Super Famicom Edition Planning and Production Таскен и аталу гул ug т Эче Varant poto KOS WN EBAT Or 
“тіс Software. Ine. Operon Division бике зе рн ak tpn пан age 
Torsone ara ете: 
Super Famicom Edition Editorial Supervision 1 Sare your seo meen өн rcs se Ue oun on he gane 
Karata Sachihiro/Muse Soltware тау 
2 йу рин «смена гн a sone wary тил те рле pas ta бе тон И мна у 
к 
It ии rete ренеп ange биту he Эа капа рин anas 
Ап Direction, Design, Cover Design "aa oe ary sy nip en Spon б 4 
Mike Stith, John Emory, Cesar Novon лын шын тетип да Pc Sn, dy 
барышы Антек Seve Retrial ove ple oy prane you ийле ир 


“мз Return далол пите. Record is uber prominent on е ле packaging 
‘lyr dlc ате pak. өкі your кале aes and ghana питан, and вт 
рте pak FREIGHT PREPA AND INSURED FOR LOSS OR DAMAGE, рен with your sks 


Mike Smith buildup (CG Production) 


Text, Chart Design БМ Ur cae wo pe Sty many реа, 
Manin Наама, Kadota Naomi, Noda Chizu (Ни Studio) KOEI Corporation 
Шынға, Kadota (нм кон сир 8 
Manual Design & Layout етер 
em мге ти waranty shal ot apo е дале oak has been damages by nen, act 
Cesar Novon, Joe Morel tessa те. mation peg ty бег eines oases eae 
trata waar 
Editor, Writer Service Ater Expiration of Warranty 
сода Fukumitsu, Jonatha Capi Kanan їч лири дену pion etn неа aer he 90-day waranty рио. you nay 


{ora Koen appr Ont af и ноп тілің по pry tet 
‘Ses Paper i эйи е pty phone ул оні a 
Image Photography бт tonne эт seed to send e pame pa 19 Кн spon 
PS Communications Беш: та note porn one шиде барп he delte pame pi ten 
С бетеги FREIGHT PREPAD AND SURED FOR LOSS OR DAMASE Kae wia. 
5252-51 беа maney rr SO 1a ceria of alco garati а Roni Corporat. Koti 
сома ae reserves the right to change the post-warranty service fee andor policy. > 
Civilisation Master Guide (MicroProse Japan, Inc) En 


50 VIOPUR, Section 4 Send EMal ta LD. 7611,1455 CompuServe can be 
‘taney cang 1-800-524-3388 an ashing for Rep, 606 in оте to receve а ree mode 
оу телей, $15 usage cist and one month of base servos tiat. 


Сея 


т 


KOE] жоо 


KOE! Corporation Я 
One Bay Plaza, Sute 540, тает, 
1880 Bayshore Hwy. Buringame, СА 94010 етей in Japan 


